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Advertise on this webzine: send your artwork and $5 per half-page (payable via Paypal) to andreasfiligoi@ 
gmail.com. Each issue of Free Hack reaches thousands of players worldwide. 


Free Advertising for non-profit organizations, wargaming websites, clubs and charities. 


Purchase Ganesha Games products online: directly from us on www.ganeshagames.net or from many fine 
vendors such as www.wargamevault.com, www.wargamedownloads.com, www.arima.it, www.sabersedge. 
com, e23.com and others. 


Buy printed copies on www.lulu.com/songofblades. Discounts available for stores -- get in touch with us. 


FREE HACK is always looking for submissions. We regret that we cannot publish game material derived 
from intellectual properties of other entities. 


Introduction 


Welcome to issue three of Free Hack, the Ganesha 
Games irregular free webzine. Yes it’s been a long wait 
but we promise to put out more issues this year! We 
have plenty of material. We'll do shorter (around 20 
pages each) but more frequent issues. Thank you for 
waiting such a long time to read Free Hack 3. 


Flash News 


Ganesha has a new website 
The old blogs will be kept running and the yahoo 
group will remain our main point of contact with the 
players, but we felt Ganesha needed a sort of “central 
station” for all its games and activities. We registered 
www.ganeshagames.net and did a (hopefully) simple 
and “clean” website. It will grow in time. 


Zombiesmith to do a SBH sourcebook 
Zombiesmith (www.zombiesmith.com) is working on 
a licensed sourcebook based on Zombiesmith’s Quar 
range and background. The book will be called Song of 
Our Ancestors and Zombiesmith is running a contest 
for song lyrics to go with hte game. Check their website 
for details! 


Interview in Dadi & Piombo 

Issue 36 of Dadi & Piombo - The Italian Quarterly 
for Wargamers (www.dadiepiombo.com) runs a five 
page interview with Andrea Sfiligoi of Ganesha Games. 
Dadi & Piombo is published by the same guys doing the 
popular Impetus ancient rules and running Dadi.com, 
Italy’s largest wargaming convention. The magazine 
has Italian and English text -- check it out (available in 
the UK through Caliver Books and in the US through 
On Military Matters). 


Song of Blades on Facebook 
A Swedish fan launched the Song of Blades Facebook 
group. Just search for Song of Blades and it will come 


up. 


Ganesha Games on Twitter 
You can listen to Andrea’s irregular tweets by 
subscribing to his Twitter on http://twitter.com/ 
ganeshagames 


Ganesha to publish Armageddon 
Hour, a boargame set in the MDRG 
universe 


Set in the bleak post-apocalyptic future 
of MDRG. Armageddon Hour is a solo 
boardgame that pits your character, the mutant 
hunter Frazer, against a horde of mutants. You 
have a gun, limited ammo and one hour of time 
to storm a mutant hideout and kill the mutant 
boss before he sets off a bomb. 


You play with a stopwatch or a chess timer, 
and have exactly one hour of real time to finish 
the game. If you don’t complete your mission in 
time, the bomb explodes and you lose! 


The pdf edition of this game includes a 
rulebook, paper figures, equipment cards, 
skill cards, profile cards, profile sheet and six 
flooplans. Just print them out, cut them out and 
add dice! You'll need at least 4 six-sided (regular) 
dice to play this game. 


The game will be sold both as a PDF and a 
printed, full color book. 


Rules by Ganesha Games, paper figures by 
OneMonk, floorplans by PaperMakelIT! 


Song of Arthur And Merlin 
FAQ and errata 


Daniel Mersey replies to questions 
about SAM. 


Errata, Page 6: Cost of Knight special rule should be 
1 point not 2. The point costs have been omitted from 
the revised pdf anyway, and added to the Warband 
builder on the Song of Blades Yahoo group. 


Where models on the roster have special items 
as part of their starting equipment (like Arthur 
with Excalibur), how do the points work? 


The points value shown on the roster is just added 
after all other points have been accounted for — so 
for Excalibur, all of Arthur’s other skills are added 
up, and the points for Excalibur (+15 points) is just 
added on to the end. This makes it easier to work out 
points values if the equipment isn’t being given to the 
model for whatever reason, and points wise, working 
in this way seemed balanced during playtesting. 


Arthurian Special Rules. Are Bard and 
Legendary Wizard the only personality abilities? 
Can a non-personality figure be Unique? 


Yes, these are the only two new personality abilities 
in SAM. Yes, non-personality models can be Unique. 


P.5, Inconvenient. Isn’t the points cost a bit 
off? Shouldn’t a Q6+ Cbt o figure cost more than 
a Q2+ Cbt5 figure. The first one is a liability, the 
second a usable figure. For 1 pt I can lock one 
of his knights to stay within Long distance of a 
slow, short move, Q6+ figure? Perhaps the cost 
of an inconvenient figure could be something 
like 5*(10 - the ordinary cost of the figure)? 


I see your point here, but the idea of purchasing an 
Inconvenient model is to buy alow cost model and give 
it (ever so generously) to your opponent; assuming 
that most Inconvenient models will be Q5 or 6+/C1 
or 2, they are a cheap way to handicap your opponent. 
Buying a powerful model and then giving it to your 
opponent isn’t likely to occur very often. I wanted to 
keep Inconvenient models cheap, to encourage their 
use. A lot of players would probably prefer to spend 
more points on adding to their warband rather than 
detracting from their opponent’s, but Inconvenient 
models suits the Arthurian setting really well ... so I 
wanted to see it used. 


P.5, Hero’s Horse, I don’t really get what this 
ability is about. As far as I can understand I’m 
required to calculate two costs for the figure, one 
with normal move and one with long move.The 
ordinary move figure gets no benefit from the 
6 pts he put into Hero’s Horse. So, if I anyhow 
have to make two sets of stats, why have 
one pay for the Hero’s Horse? Are the points 
calculated as normal? So that even the +1opts 
are multiplied by (3.5-Q/2)? Or is the 6pt Hero’s 
Horse calculated as normal but the +10 for Long 
Move just added? If I take Lancelot from p.14 
and want to give him Hero’s Horse what will 
he cost, mounted and dismounted? (And why 
does he have Joust, an ability that does nothing 
unless he is Mounted?) Can a figure with Hero’s 
Horse dismount during an encounter (perhaps 
to enter a Grail Test area)? Remount? 


Hero’s Horse is a twist on the Mounted rule — taking 
Hero’s Horse (plus Long Move for the horse) costs the 
same as taking Mounted and Long Move. The points 
are calculated in the same way — I use the online 
calculators at the Yahoo group (the points shown on 
those work correctly and now have the SAM skills 
added). I wanted to do something different rather 
than provide rosters for all models both mounted 
and dismounted, as that would have taken up a lot 
of space. 


Lancelot on a horse, therefore with Hero’s Horse 
and Long Move, costs an extra 32 points (+6 for 
hero’s horse, +10 for Long Move, which is then 
multiplied by 2 on the points calculator). He pays the 
points for Joust, even if he is not mounted, as it is 
a skill he has and can utilise if you wish to pay the 
extra points to put on horseback to make the most of 
this. The only models with Hero’s Horse included in 
their cost whether actually mounted or not, are in the 
Historical king rosters; this represents an extra cost 
for having warriors with the tactical flexibility to fight 
on foot or mounted (all other models in the Historical 
king rosters are either one or the other). 


For mounting/dismounting, this depends on which 
version of the SBH mounted rules you use; my older 
set has rules for coming off of your mount, the most 
recent version I have requires you to stay on foot or 
on a mount throughout the game. The Hero’s Horse 
skill doesn’t overrule this. By adding the points cost 
of different skills, I hoped it would be helpful, but I 
think it’s been a bit confusing. Anyway we removed 
the costs from the book and just have them on the 
calculator that you can download from the Song of 
Blades Yahoo Group. 
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muta crafted characters for skirmish and adventure gaming. 


www.garyhuntminiatures.com 








Q: p.6, Legendary Wizard. ‘The effect of this 
lasts only one for turn, .... How long is that, 
exactly? Does it end when my turn is over and 
it becomes another player’s turn (rendering it 
useless unless the Wizard acts before the affected 
figure)? Or is it the remainder of my turn and 
until it becomes my turn again? Or until after 
the affected figure has been activated (or tried to 
activate) next (and in such case, what happens 
if a player does not activate him until his turn 
1S OVer)? 


It lasts until the start of that player’s next turn 
(so is in effect thorough the rest of the current turn, 
plus that of your opponent), so it makes sense for 
a Legendary Wizard to be activated at the start of a 
turn to get the most from those spells. 


P.7, Herds. Should really human chattel be 
based as cavalry? 


My models are based in this way — I base several 
foot models onto a mounted base (and do the same 
for animal herds), to make it clear they are ‘herds’ 
rather than warriors. SBH basing is pretty flexible, so 
if you wish to use individually based models as herds, 
it shouldn’t create problems. 


P.7, Jousting. Is this always a_ separate 
scenario, or could a joust be fought while the 
rest of the warbands battled? If so, how is it 
initiated? 


This one is up to the players. It can be a separate 
scenario, it can be used to begin a scenario (as in 
Tournament scenario, SAM p17), or it could be used 
mid-game if agreed by all players. In this case, place 
the test of the battle temporarily on hold until the 
jousting battle has been resolved — all other models 
stop to watch the joust’s outcome, and do not become 
involved. Alternatively, if players wish to have the 
rest of the battle going on around the joust, or other 
models affecting it, you should be able to work this 
into the activation sequence too (I think the jousting 
models would need to be the first model activated on 
a player’s turn though). 


P.8, Raiding. The sentence at the end of the 
page should perhaps be “No model may give 
more than one action per turn to move an 
uncontrolled herd.’ Otherwise it conflicts with 
the example above it, where the sheep thief 
spends two actions to move with the sheep. 


Yes, correct. 


P.g, Special Items. It isn’t stated, but I gather 
you can spend negative chivalry points to 
undertake a quest? Can you spend chivalry 
points past zero? (That is, can a knight with 
6 Chivalry spend 10 and end up at -4?) Is the 
‘Quest scenario’ a standard Quest for a Magic 
Item (SoBH19)? What happens if the opponent 
wins/gets the item? Does he get the item without 
paying the Chivalry for it, or is it Just lost? When 
a special item disappears (due to the owner’s 
tragic demise) can it be quested for anew? By 
the same warband? 


Yes you can collect negative Chivalry and spend it 
to undertake quests, but whether positive or negative, 
the points are knocked off to count back to (but not 
past) o. This means that the Knight with 6 Chivalry 
can’t spend back past 0 to go on a quest — he'll have to 
wait until he’s done a few more worthy deeds. If the 
opponent wins/gets the item, they do keep and use it 
for free if they have a model who can use it; otherwise 
it would be lost. When a special item disappears, it 
may be quested for again by the same warband. 


P.12, Viviane’s Shields. If a knight acquires one 
of these through a quest, how many stripes does 
it have? Always three? 1d3? 


All start with all three. 


P.16ff, 27ff & 34f, Scenarios. 


Few, if any, scenarios state how they end. Is 
the only way to end them to rout the opposing 
warband off the table? 


A: In scenarios where VP are paid for moving models 
off the table’s edge, I would stop the game once the 
last of these models had left the table. Alternatively, 
yes, you could just fight on until one warband routed. 
I would choose the first option, but this isn’t stated in 
the book. 


P.18, Grail Quest Campaign. 
Do you need a knight with +10 Chivalry, as 


per the nest to last parapragh on p.18, or does 
it suffice with +5 Chivalry as it says in the first 
paragraph on p.19? 


This should be +5. 


P.19f, Game 1-4. ‘Chivalry: Standard list, and 
+x for completing the Grail Test.’ Does that 
mean that all participating chivalrous figures 
get +x Chivalry, that you get x Chivalry to 
divide amongst the knights at will, or that only 
the main quester gets it? 


Only the models performing the relevant actions 
get the Chivalry points; they may only be divided 
out between other Knights in the warband if the 
warband has the Knights of the Round Table advance 
(it’s cheap and well worth purchasing in a campaign 
— but remember the warband must comprise solely 
of Knights). 


P.21, Background. There seems to be a chapter 
heading missing — “The Welsh King’. 


Yes, that fell out at the last minute. 


P.22 & 24, Mead. Can you run out of mead? 
If you get it as an item, how many models can 
drink it? Only he who quested for it, any model(s) 
you choose, or the entire warband? 


Good warlords never ran out of mead;. As the 
effect of mead has both positives and negatives, the 
player just needs to decide whether to use it before 
the scenario starts. Mead does not run out, unlike the 
effect of some potions, etc. 


P.24, Shapechanger. Hawk? Is this a SGD32 
Hawk/Falcon? Or Eagle on SAM26/SGD32? 


This example should be the Hawk/Falcon from SGD 
p32; players could agree other shapeshifting animals 
between themselves too. 


Q: p.27, Kidnap. How does Leader work for 
the attacker at the beginning of the scenario, 
when all figures are off table? Not at all? 


If the Leader isn’t on the board, he cannot give 
Group Activations. But if the Leader is on the board, 
he could use a Group Activation to bring other models 
on. So the idea would be to get your Leader onto the 
board quickly. 


p.29, Game 2: The Cauldron of Diwrnach. 


‘Raid scenario’? The one on p.34? But there 
are no magical items there. Or do you mean 
Dungeon Raid (SoGD20)? Or Quest for a magic 
item (SoBH19)? 


The one on p34; place the treasure in place of the 
Herds, and Dirwrnach places the treasure token. 
Alternatively, this could be played like the SBH Quest 
for a Magic Item scenario. 


p.30, Shieldwall. 
Rally’ should be “Regroup’. 


Q: p.31, Successor. Is the successor brought 
back as an exact clone of the deceased, including 
experience and items? I could see a case being 
made for including the latter but not the 
former. As a one-off — does that mean that 
it can only be used once for each individual 
figure(including its successors ;-) ), or Just one 
for the entire warband? 


Once for the entire warband; and yes, the model 
is an exact clone including items(representing the 
hereditary passing down of items and skills of note) 
but not experience. 


p.3iff, Rosters. Should really the unnamed 
kings, chieftains & warlords really be Unique? 
Can there never be more than one Leader figure 
of each people in play at a time? 

Yes, they are Unique and no, there should be 
no more than one Leader per side. For the level of 
historical combat represented by SBH/SAM, there 
should only be a limited number of leaders — one 
man identified by the others as being in charge. Other 
high-ranking warriors can be represented by nobles, 
champions, etc. 


P.35, Zone of Control. What happens when a 
figure is in multiple ZoCs at once? The easiest 
would be to say 1) Move to contact the nearest 
model. 2) Move out of the zones of control using 
the shortest path possible (and may not re-enter 
a zone tt has left this turn). 


This would cover the situation, sounds good. 


P.35, The Ride of Gododdin.The +/-x VP should be 
Hero Points, I think. 


Correct — the list currently reading as VP’ should 
be Heroism points. 


Historically there have been many instances where 
|individuals have been infected with the type 3 
| Hemeorevivication Retrovirus (HRR-3). Zombies, 


|Revenants, Vampires and other legendary creatures can 





all be explained by historical outbreaks of HRR-3. As to 
‘the true origins of the HRR-3 Virus, no one knows. There 


iis only one thing for certain, the virus is changing. 





For this reason, we have recommended the formation 
lof a new joint agency under the CDC in Atlanta and 
NATO. Its sole purpose is to track outbreaks of the 
|HRR Virus and contain the outbreaks using any means 
necessary. The Agency, comprised of the best and the 
brightest of the World's Military, will have the full 
| cooperation of NATO and the World's governments, but 
jact covertly to the general population. This agency 
|will be known as RED OPS 5. 
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Rebel Minis manufacturers of 15mm and 28mm Miniatures; 
_ everything from Modern 15mm Zombies, to 28mm Spartans... 
we have something for everyone! 











Visit us online at RebelMinis.com 
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DISPATCHES FROM THE 
RAD ZONE 


MDRG Questions and Answers 


Can you entangle your opponent if he is engaged 
in HTH? 


No, you CANNOT use Entangle or shoot a web gun 
to someone who is engaged in hand-to-hand combat. 
You CAN transfix a target engaged in hand-to-hand 
using a mental mutation. 


What good ts the +2 bonus for radiation antidote, 
NBC gear and powered armor for a model with 
Q2+? In the rules it states that for all Quality rolls, 
any unmodified “1” is always a failure. Is the same 
true for radiation checks, or will a Q2+ model 
always pass radiation checks when using radiation 
antidote? 


A roll of 1 is always a failure. The +2 will be helpful 
for less heroic characters. A wounded model is at -1Q 
for its next fight and a model with Weak Constitution 
is always at -1Q for radiation checks. Those items 
would help in both of those cases. 








Qong of Diums and Sfakos 
OQnestions and OM voces 


If you move Private Bloggs into base contact with 
Fusilier Le Roux, but Bloggs does not have an action 
point left to initiate hand-to-hand combat, do the two 
guys just stare at each other until one or other of them 
gets the chance to use a subsequent turn’s action to 
initiate the fight? 


Bloggs can’t attack - you can assume that the two are 
fighting (parrying, dodging, studying the opponent) 
but no telling blow is struck. 


If Bloggs 1s forced to flee due to morale, then Le 
Roux runs after him in his turn and reaches him with 
enough action to initiate hand-to-hand combat, is 
Bloggs regarded as rallied and so fighting normally, 
or does Le Roux get a free hack at his back. In other 
words, when does a fleeing man rally so that he is 
capable of normal combat again? 


The moment the foe disengages he receives a free 
hack but after that he is fighting at full potential -- 
no need to rally. The free hack happens during the 
fleeing model’s turn (if applicable). In subsequent 
turns the model is considered rallied. 


More Drums & Shakos is a supplement for the 2009 Origins Award-winning 
Napoleonic skirmish game Song of Drums and Shakcs. 


¥ 


It includes new rules, special rules, weapons, four scenarios and army lists 
for most Nations involved in the Napoleonic wars. 
* Rules for extreme weather conditions, mixed nationality squads and former allies 
* Fight the War of 1812, the Tyrolean rebellion of 1809 and the bitter struggle 
of the French and their allies against Guerrillas in Spain! 
* New weapons such as tomahawk, javelins, pikes and daggers 
* New special rules to better depict irregulars 
* Four scenarios, with rules for artillery fire and a generic task system 
for sappers and engineers 
* Army lists for 28+ Nations: from Anhalt to Wurttemberg, foreign regiments 
in French and allied service, Partisans and Native Americans 


This book is not a stand alone game. 


You need a copy of Song of Drums and Shakos to play. 


www.ganeshagames.blogspot.com 





Song of Blades and Ineroes 


Questions and Answers 


I want to mount my Mongolians on 
Velociraptors. I’m not quite sure how this would 
work points wise and in game terms. The whole 
idea would be that they are riding something 
with teeth that is smart enough to know who to 
rip apart and who to leave be. Like a Medieval 
war horse but with claws instead of hoofs. 


Hmm, let’s see... Q3+ C4 Mounted, Long Move, 
Running Blow, Savage, for a total of 94pts. To get 
these stats I simply took the raptor stats from SWW, 
added an extra point of Combat for the rider, then 
changed Animal to Mounted. 


How would does it work in game for both rider 
and steed to fight? Is ita combat roll for both? In 
the rules it says “Mounted counts as both steed 
and rider” but what tf I want Mr Mongol to stab 
the Orc while fluffy’ the Raptor eats a Goblin, 
how does that work? 


The Mounted ability combines the rider and mount 
(plus you’d get an extra +1 when fighting models on 
foot), so the combat roll represents both Fluffy and the 
rider doing their worst. You could always add Group 
Fighter or Combat Master to further differentiate 
mount and rider but then it becomes a Personality. 


Running blow. If Ihave read the rules correctly 
for this skillit gives the impression that you only 
need to make 1 success to move and hit some 
one with no negative modifier on either. Is this 
correct? 


No, the advantage is that your movement doesn’t 
stop when you come into contact with an opponent. 
You don’t get to attack or move for free. The only 
“free” actions in the Song of Blades system are Free 
Hacks. 


Animals. I know you can not have an all 
“animal” warband, but if you for example 
wanted to do a a Dino herd using the list from 
SWW, would it be okay to take away the Animal 
rule (and add back on the points) and use that 
list? 


Yes, just call them “exalted animals” or whatever 
and assume they are intelligent. Ditto to create animal 
sidekicks for heroes. 


Free disengage - Does it still cost two actions 
to disengage, or are models with Free disengage 
free to just walk away as if they were not 
adjacent to a enemy? 


A model with Free Disengage still needs an action 
to disengage and then spends his action moving 
away. The difference with a model without the Free 
Disengage rule is that the model with Free Disengage 
doesn’t receive a Free Hack. Remember that Mounted 
and Flying models get Free Disengage when fighting 
non-mounted or non-flying opponents. 
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Transfix (and similar) - Does normal targeting 
restrictions always apply, except those that are 
expressly excepted? That is; must a Magic-User 
transfix the closest visible enemy (unless cost/ 
size allows otherwise)? Does the same apply to 
Distract and Entangle (and similar abilities)? 


No, any enemy can be targeted as long as the magic- 
user has a line of sight as per SBH, p.g. Distract and 
Entangle work just like Transfix (Entangle is not 
automatically broken if the caster dies, and Distract 
cannot be cast against Animals or Artificial/Undead 
models) so there is no targeting restriction as long 
as the mage has a line of sight. These abilities are 
powerful, actually more powerful than they seem on 
a first read! 


Can Entangle target a figure which is already 
in hand-to-hand combat? 


No, you CANNOT use Entangle against someone 
who is engaged in hand-to-hand combat. You CAN 
transfix a target engaged in hand-to-hand. 





Drain - Can a creature elect not to use an 
ability such as Drain to attack normally? If not, 
can a creature with Drain ever hurt Undead or 
Artificial beings? 


Yes, Drain can be “turned off’. The only creature in 
SGD that has the Drain ability is the Lamia, a goat- 
bodied vampire that charmed and drank her victims’ 
blood. Of course, she can opt not to drink blood and 
use a dagger, or even kick with her goat-like feet. 


Drain can be used to represent an immaterial undead 
like a ghost that saps lifeforce from living targets. In 
that case, give the creature a very low Combat score 
(1 or O) to make sure that Drain is the only effective 
way to damage opponents. 
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MiniSculptnet features high quality figs ats 
reasonable price. We manufacture figs from 


sculptors that you wall not find anywhere else. 4 
This along with superior service makes ita 


deal that you can't pass up. 


Figs for $18 


We have a large inventory of high 
quality figs starting at $1 each. These 
figs were sculpted by both professional 
and semi-professional sculptors. 
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Cur website features an art contest that all are welcome to 
participate in. Below is the winning entry from Eugenio 

(Malvina) Favaretia for the October 2007 contest. Aennog 
then sculpted the below fig based om this art SMe Sem 
Aennos is one of the outstanding eculpior’s 


participating in our MimiSculpt program. 
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Cover to the Spanish language edition of Fear 
and Faith 


Fear and Faith is a set of stand-alone horror 
skirmish rules, based on the Song of Blades 
mechanics. 


One player runs a band of monsters (be it a horde 
of zombies, a werewolf pack, a vampire clan or a sect 
of dark cultists), the other player its opposition. It is 
also possible to play monsters vs monsters battles 
— for example, the feuds between werewolves and 
vampires popularized by recent movies and fiction. 


The game has rules for werewolves, artificial 
creatures like Frankenstein’s Monster, slashers, 
vampires, zombies, ghosts and demons. 


Activation and combat mechanics are almost 
identical to Song of Blades but are tweaked for 
the horror genre. Weapons are not factored in the 
Combat value but are represented by special rules. For 
example, a vampire hunter armed with a Crossbow 
can shoot up to Medium range, and a shot with a 
wooden crossbow bolt can be aimed at a vampire’s 
dark heart to bring him down for good. 


The same vampire hunter at close combat range 
would use his Stakes special rule (he’s armed with a 
few wooden stakes and a mallet). With a Powerful 


Hand-to-Hand attack he can place the stake in the 
creature’s heart. 


The same hunter may also be armed with a 
handgun, that will come in handy when facing the 
vampire’s human minions and servants. 


Weapons can be dropped, reloaded or drawn. 


Some special weapons are also featured — sun 
grenades, garlic and vials of holy water against the 
undead, silver weapons to slay werewolves, and the 
ever popular, zombie-cutting chainsaw. As the game 
can be played in different eras (Victorian, Roaring 
20’s, or modern are suggested) some weapons will 
not be available in all scenarios. 


Slashers also benefit from them, with rules like 
Heavy Weapon and Razor that represent anything 
from a baseball bat to a hockey club to razor-sharp 
metal blades attached to a gauntlet, or even a 
sharpened heavy machete or a straight razor in true 
Hollywood-slasher tradition. 


Monstrous creatures cause Fear tests in our heroes. 
In the most extreme circumstances, a failed fear test 
may erode the target’s sanity and turn him into a 
madman. The usual effect of a failed Fear test is to 
cause a recoil. 


Immaterial creatures like ghosts and spirits can 
fight only by causing Fear tests or casting spells. Being 
immaterial, they cannot affect the physical world, nor 
be affected by mundane weapons. 


Fear and Faith features several scenarios, each 
with a classic match up out of movies or fiction. You 
get to play ghosts vs ghost hunters, werewolves vs 
werewolf hunters, vampires vs werewolves, vampires 
vs vampire hunters, and even hopeless teenagers 
against mad slashers and of course everybody’s 
favorite, a zombie survival scenario. 


In true Hammer film tradition, weather plays a big 
role and many scenarios will be fought during dark 
and stormy nights or with a thick fog over the streets 
of Victorian-era London. 


Rolling turn-overs in Fear and Faith is worse than 
ever, aS it may mean (depending on the scenario 
played) that the sun rises, or night falls, or some other 
event that alters battlefield conditions takes place. 


We are working on three expansions for Fear and 
Faith: 


GhostRangers 
A full campaign for those guys you're gonna call 
when the town is full of spooks. Hunt them, stock 
them, and remember, never cross the streams. 


Kooky Teenage Monster Hunters 
Tongue-in-cheek rules for lighthearted vampire- 
stomping fun, just like on TV. You can throw a stake 
in the vampire’s heart, do a back flip and end the 
scene with a cheesy one-liner. 


The Fear and the Flesh 


More zombies than you have bullets for. Additional 
scenarios and rules to play all the scenes from your 
favorite zombie films. If you ever wondered what 
happens to a zombie that tries to move through an 
electrified fence, or what happens to a zombie ran 
over by a car, this is the book you need. 


Fear and Faith is a 48 pages $8 pdf ($15 for the 
printed book). Available NOW. 


Song of Fur and Buttons 


Written by Ben Boersma, Song of Fur and 
Buttons is a fully developed, original campaign 
for Song of Blades and Heroes. Follow the exploits 
of three lovably adventurous bears, Sir Maurice 
Fursworth, Sir William Cuddlesbury and Sir Uppity 
Paws. 


Twelve unique scenarios: Fight dinosaurs, capture 
and race Gallimimus, dodge traps, befriend natives 
and duel with pirates. Each scenario comes with 
a short chapter of a storyline to read, much like a 
bedtime story. Perfect for introducing young kids 
to the game, but still with plenty of meat to engross 
players of all ages. 


This book is illustrated by photos of the actual 
Eureka Miniatures models that inspired the storyline. 
Painted cover by Andrea Sfiligoi. 


The PDF retails for $8 and is in color. Available NOW. 





Coming Soon: Flying Lead 


Flying Leadisaset of standalonemodern skirmish 
rules based on the Song of Blades engine, written 
by Rich Jones and Andrea Sfiligoi. This will be 
THE core book for all modern or near future 
tabletop battles using the Song of Blades engine. 


With more realistic weapon rules and combat 
effects that simulate the grittiness of real combat 
without bogging down the game in unnecessary 
detail, FL gives you the tools to play any battle 
from WWI to the near future: rules for grenades, 
vehicles, automatic fire, tanks and anti-tank 
weaponry, and rosters for WW2, street gangs 
and modern conflicts. 


Flying Lead will be supported by a series of 
sourcebooks covering all forms of “shooty” 
gaming: rescuing prisoners and wounded 
comrades in Viet-Nam, police actions, trench 
warfare in WWI, espionage and _ counter- 
terrorism operations in the modern world. In 
short, if it has guns and guts, it can be played 
with Flying Lead. 





The first sourcebook, “Frontline Heroes” (written 
by Rich Jones) will let you play late WW2 
campaigns. 


Articles on Free Hack will help players wishing 
to import the (slightly more involved and more 
deadly) guns and morale rules used in Flying 
Lead into other games such as Fear and Faith 
and Mutants and Death Ray Guns. 


Available in early 2010. 


Lilith Takes a Day Off 


A Song of Blades and Heroes scenario by Paul Coppens 


Introduction 
Lilith rejoiced: she was allowed by her master to get a little rest. She decided to teleport herself and a few 
of her minions near a nice little village (tasty souls... ). Of course, she took great care to choose one without 
any churches: she had been ordered not to start a new religion war too soon. Thus she was having a nice day 
in the woods when she decided to have a little snack in the little village nearby... 


Count Philip was at last back from Palestina. To get back in touch with all his lieges, he decided to visit all 
the villages in his domain (learn about the crops, tell of Jerusalem to the Priests) and be back home in two 
days. It was midday when his retinue came in sight of the village of Torcain. As the day was nice and hot, he 
thought it would be nice to rest a while before continuing his trip. 


Description 
This game pits two 300-pts warbands against each other. Lilith’s warband must comprise one Succubus 
(Lilith, see SGD). Other characters must satisfy the warband composition rules. 


Lord Reginald’s warband must comprise one Human Heavy Cavalry (Count Philip, see SBH). Other 
characters must satisfy the warband composition rules. 


The village is populated by 6 peasants (see SBH). Each peasant cannot have more than one action per 
turn. 


Each player activates one peasant and can only use a move order. When all the peasants have been activated, 
the play proceeds between Lilith and Lord Reginald. 


Before starting the game, Lilith secretly rolls a D6 for her objective: 


1-2 Lilith must kill 4 peasants 
3-4 Lilith must kill 5 peasants 
5-6 Lilith must kill 6 peasants 


Lilith has the Initiative on first 
urn. 


Count Philip must defend the 
peasants. If at any point during 
the scenario Lilith reaches her 
objective, her warband wins the 
game. Winner scores 1 point per 25 
points of killed/fled enemies, plus 3 
points per peasant killed or saved. 





Lord Anthraton’s Rest 


A Song of Blades and Heroes Scenarioby Paul Coppens 


Introduction 
After his first actions for world domination were completed, Lord Anthraton prepared for his rest at dawn. 
This terrifying Royal Mummy had started a move that could sweep all the living from the face of Earth. All 
kingdoms allied and sent parties to the Great Mummy’s tomb in an effort to destroy it before dusk. 


While Lord Anthraton was falling asleep in his coffin, his Lich captain was feeling unrest. He knew the 
great Lord’s weakness was its insomnia. To avoid his own Lord wandering into the destructive sunshine, 

e closed all the entrances to the tomb and double-checked that all the doors were shut-- until he stumbled 
on a broken door ... 


Description 
This game pits an undead warband with one Lich captain (see SBH) against one or more warbands o 
300 points each. The size in points of the undead warband depends on the total points of the opposing 
warbands: 


1 warband -> 300 points. 


2+ warbands -> 0.75 * total size of warbands rounded down. 


The size of the tomb depends on the number of players: 
2 players -> The tomb has 10 rooms and one entry. 


3+ players -> The tomb has 10 rooms plus 2 room per additional player in excess of 2 (e.g: a 3 player game 
uses a tomb with 12 rooms). The tomb has one entry per undead player opposing warbands (e.g: a 3 player 
game has 2 entries). 


At the start of the game, the undead player lays out the tomb map. Then either he deploys all his warband 
elements within every part of the tomb, or waits every turn to introduce up to two warband elements in an 
room of the tomb, or use a combination of the two. Last he deploys the Royal Mummy in the center of the 

omb. 


The mummy gets one free action per turn and cannot have more than one action per turn. This action is 
spent only on movement (medium move). If no living player is within medium distance, the undead player 
rolls one die and moves Lord Anthraton according to the following table: 


move north 


jal 


move south 
move east 
move west 


the undead player chooses the direction 


OO OF BRB W ND 


the opponent chooses the direction 
If Lord Anthraton hits a wall or an obstacle (closed door) he stops there until next action. 


If the model of a living player is within medium distance of Lord Anthraton, the mummy moves towards 
his model (always towards the nearest living character). Roll a die if two or more living models are at the 
same distance from the mummy. 


The kingdom champions must steer the mummy towards the exit area and the light to succeed before the 
12th turn. The Lich captain must prevent this. 
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Thwarting the Dwarves Logistics 
A Song of Blades Scenario by Paul Coppens 


Intro 
Rhadyssell was fed up with the ale which was available at the Magic Wand tavern near his beloved Forest. 
Always the same dwarf beveradge instead of a nice cup of flowery hydromel. Moreover nights were not restfull 
when you have roaring drunk dwarves all over the Forest. While on patrol duty in the wood near the tavern, 
is scouts report a band of dwarves rolling a barrel towards the tavern. Now was the time to teach these 
dwarves a lesson. 


Description 
This game pits two warbands of 300 points in an ambush: one composed of dwarves only and another 
exclusively composed of elves. One of the dwarves must push a barrel. 


The elves follow the ambush rules for deployment. 


Two-third of the area is the forest, one third of the area is clear. A river delimits the forest and the clear 
area. There is a central path which crosses the forest and reaches the tavern in the clear area. A bridge is set 
here the path crosses the river. 


The dwarves win if the barrel is rolled to the tavern. 


The elves win if they succeed in taking the barrel. 


Special rules 
The dwarf holding the barrel can only cross the river by the bridge: he may not wade in the river. 


It costs one action point to: 
pick up the barrel; 


hand the barrel to a friendly character who is in base contact. 


The barrel is automatically dropped when: 
the holding character is knocked down; 
the holding character is killed; 


the holding character is Transfixed. 


The river status is unknown until the first character tries to wade through. It must roll a D6: 
1: the river is impassable. 
2-5: the river can be crossed but only with a Short move. Banks defender get a bonus as if uphill. 


6: the river is almost dried up. There’s no Movement reduction. 


Caves are hazardous to your health 
A Song of Blades Scenario by Paul Coppens 


Intro 
The old cartographer Khalbutt from the forge of Ilthuin had left a footnote in his memoirs. There was an 
unexplored cave which might be promising. The place where it lied is called Ploukernac’h. Khalsson, young 
grand-son of Khalbutt, decided to acquire some fame (and riches) and to explore this cave. 


He built a team of young dwarves (close friends), searched for and found the place. He started to explore 
the cave. But in the deepest part of the cave, he hears noises from the entry. Not nice noises ... 


Description 
This game pits two warbands of 500 points: the dwarves (no dwarven hero allowed — one dwarf character 
must have no weapon and is a cartographer) and hyena people (one of the hyena people must be a Werewolf). 
The Hyena people belong to the clan of Kernac’h (thus the place special name, but Khalbutt never guessed 
that). 


The cave has 12 rooms and only one entry. The dwarves set as far from the entry as they can. The dwar 
cartographer is secretly noted by the dwarf player (the hyena player must not know which dwarf is the 
cartographer). The hyena men start in the entry. 


The dwarves win if they can guide the cartographer safely to the exit. 


The hyena men win if they kill more dwarves in points than they get their character killed. 


Special rule 
The dwarf cartographer is worth 75 points for calculation of victory points purposes only. 
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